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How the System Works 

THE 2D GAME 
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The 2D G ame 




Phase 2 
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Phase 3 


Profit 





The 2D G ame 


Holodeck 
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How the System Works 

SHOT PLANNING & CREATION 
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2 > Data Parsing Issues 

Overall the parsing system worked, but not to the full extent we 
intended. 

■ Map emotional graph to: 

Lighting styles 
Camera angles 
Action selection. 

Read the overall game progress and take into context. 
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Climax 


Inciting Incident 



Falling Action 


The Classic Story Formula 


d WWW.SLANTS1XGAHES.COM ©SLANTSIXGAMES 




cTiml m n bip“lIT7> 

cBitttScriptimlrc is d = " hrtt p j/wunt :tB d^/zmi/XMlSclE nn" imlrc n p " trtt p Jfwttw ,tt3 n^.ftmi/XMlSclE m-ircta noa - Scripts ra bnHumte r=~J~> 
■cFtatCfcscriptbrE> 

■cFtatCescriptbn PtyerlEp'Ptyer A“5|EEt5=ia"* 

-tlbkanDtscriptbrci- 

-CTbka nDescriptbn Tbka nlC=Toka n_Ia47377td3 17-4-B l-lfi[IH4cllbd*Z IF Hull= Strike r HullVa rbtbrp-1- Inrtr Iftiputtbrp^BZ^ 

■cAttach™ rrts> 

■[Attach™ rrtCtscriptbn Ita r™="L^ hrt Ft kCa nmrT CHtEgnry=“ai llbtk^ Male llta ™=^trika r_[n llBtt_l^lrtr /► 

■V 1 Attach™ nts> 

■c/TbkanGescriptbra- 

■clbka nDescriptbn Ibka nlD=‘ Toke n_3cBZc WB-ZCE 3-44Zc-flc3D3ZSc437[J7ctr Hulk: -Destraye i" HulIVta rbtbiF"Z ’ Initbltopubtbnp BG* 
■cAttach™ nts> 

■[Attach™ ntDascriptbn rta ™='Thras Ie r Ft k Qi nimi' Cata|;cjrf="B[ Matt 1 Mala llta ™="Dastrnjia r_ta llEtbjG hr f> 

-cAttach™ ntDascriptbn rta ™='tCfcB kir^j tevfca - CBtEEbiy= CtEkin Male llta ™=^|ECBr/i- 
c,i Attach™ nb> 

-c/lbkanDascriptbrii- 

■clbka nDescriptbn Ibka nUfTbka n_tCZa33 3>efi7c-4£4lHl7E-:5cH34fi4CB 1” HulfCruEEr HullWrbtbip-n- InitBlFtoputattarp-lETn 
-cAttach™ nti> 

■cAttach™ ntDascriptbn Ita ™="Fta rd-L^ ht Baa na" CatEEory^'lfeB nr Male llta ™= ^ruEE r_tea mj^ hr f> 

^Attach™ ntDascriptbn rta me=''Da rmge Amplrfa r Cata[;ciry= - DB ™gE But" Mai eirtarra="S[ECBr/> 

■[Attach™ ntltascriptbn Ita ™= - DB* re r*a Uta rp Category Ata rping Mode irta me=‘5 pact r /> 

■'..Attach™ nts> 

-c/lbkanltascriptbn]- 

■cTbka nDescriptbn Tbka nUfc-Tbka n_Ala tZad-a7Zd^kIH-B JcS-InlE ta7 3IB4." Hulffcttfcs hi|T HuIIVb rbtbrp-l“ Inrtb lft:putatbn=T> 
■cAttach™ ntj> 

■ Attach™ rrtDescriprtbn Ita ™=“Corom Bea m ' Cotaporf = Be a nT Male llta ™=“Tur[at_lEn m_lEBVf~ 

■Attach™ ntDascriptbn lta™= Gacas Connors Category EbllBtic' Mala I rta ™=Turrat_tE llEtc_tEa , i-|r f> 

-[Attach™ ntDascriptbn lta™=TtDki[f Gfcvce"LBlr[;ciry=-CtBlcr^" Mala llta ™=^|Ecbr/i- 
■cAttach™ ntDEscriptbn Ita rrE= - l3ta mga Amplrfa r CatEEnrf= -CB ™E C Saaf Mala llta ™=^|Ecbr/> 

■cAttach™ ntDascriptbn Ita ™="Fta rd-L( ht 5 he kr Cata|;ciry= - 7i he kP Mala llta ™=^ |ecb r f> 

■..Attach™ nb> 

4 /lb Ira nDescriptbn* 

4/TbkanDeicriptbrE> 

-c/FEEtDeicriptbm- 

-cFfcEtDascriptbn PhyerlDp'Phyar P5(Ects=^% 

-Clbka nltascriptbrEi- 

■clbka nDescriptbn Ibka nlfc Tbka n_3 XcbbS ha llE-4.7CH.-Mn l-d441d 1 e33eSE" Hulffcttfes hip" Hulllfa rbtbrp 1 Inrtb IftjpuhtbiFT* 
■cAttach™ nb> 

■cAttach™ ntDtscriptbn Ita ™=^ pika Me: its" CntE|;ciry=TilES it" Mala llta ™=Tur[Et_mE5 ifcj^ hr f* 

■cAttach™ ntDascriptbn Ita ™=X pika Mss its" CatE|;ciry="MES if Male llta ™=Tur[at_mE5 ifcjj hT / > 

■(Attach™ ntDascriptbn Ita ™=“E ra rgy 5 he kP Catapi[y=T ht kP Mala llta ™="5 jecb r i> 

■cAttach™ ntltascriptbn Ita ™=~hta nla [Ed 5 he kP Category^ ht U~ Mdairta™=^|Ectr/A 


(| WWW.SLANTSIXGAHES.COM ©SLANTSIXGAMES 




CM ms 



d WWW.SLANTS1XGAHES.COM ©SLANTSIXGAMES 


MrirSixtitm 





How the System Works 

CINEMATIC GAME ENGINE 
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CfnematfcGarne En gtn e 


Direct X 11 


Tool Suite 



HEXANE 9 

GAME ENGINE 


Packaging 


initialization 
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CfnematfcGame Engine 

The Cloud 

■ Cloud Operation 
Cloud Configuration 

■ Cloud File Serving 



Windows Azure 
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Cfa e m at Ic G ame En gin e 

Art Content 

■ Ships 

■ VFX 

■ Environments 
Post Effects 
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Cinematic Game Engine 

Rendering & Encoding 

Audio Mixing 
Pre/Post Roll 
Encoding & Delivery 
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Vlicrosofr 

DirectXn 





HOW THE SYSTEM MANAGED 
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Build Waterfall Page 

Check In & Build 
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Build Waterfall Page 

Email / Physical Notification 

■ Traditional Blame Thrower 
Physical Indication 
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Auditfoni 


Automated Scripts \ Smoke Tests 

■ Battle Script Creation 

■ TTY, Debug Capture & Packaging 
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Auditioner Page 
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QATgoIs— AudrtfonerPage 


HFS-Http File Server 


| A& HFS- HTTP Hit Server 
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7 03:01 AM 2 50716 
7 00:02 AM 2 53716 
7 00:09 AM 2 50716 
7 00 41 AM 2 53716 
7 00:45 AM 2 50716 
7 03:46 AM 2 53716 


2 53/09 Requesled GET /.AuditionerMo«es^Ol.0-2-3/CL76l0ia/. ' 
2 S3? 13 Requested GET 7AuditionerM(HiBs/20T3-2-3/CL7Gl2l:9/ 
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OATOi 


•4s — AuditionerPage 

PHP / Python Backend 

• Data Acquisition 

♦ Build Iteration & Display 
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ils— AudrtionerPage 

Video Cataloging / Player 


• Build Playlist 

♦ Review & 
Presentation 


Galactic Keij^n Video Auditioner 



fculda: 7+MM 
Flhl-3 'f-.l.rturt 
Rendering Video: 3fl,'3a 
V-rieos Ested: 0 


fcAfcrfl RMrfS; M1J 114 


SUtirSixtMm 
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QATe 


Statistics Scripts 

Animation Usage Stats 

■ Sound FX Stats 

■ VFX Stats 

: 
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HOW THE GAME IS ANIMATED 




d WWW.SLANTS1XGAHES.COM ©SLANTSIXGAMES 



How the Game is Animated 

MAYA TOOLS 
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ANIMATIONS 


-X 



u 1 / 
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Profile Angle 



** Back Angle 





2> Animation issues 


Animations needed to frame up 'Ship V at all times 
■ Hindered camera selection 

Better Al in camera system would have helped to determine 
population needed in fleet size and in frame. 
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How the Game is Animated 

EDITING WITH PLAYHOUSE 
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Editing yv it h P lay h o u s e 


Removing Data Stomping 



DAE PLAYHOUSE 
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Creating a Procedural Edi 
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2 > Casting System Issues 

System was only designed initially to handle 1 fleet vs. another at 
anytime. 

Issues started to arise when there were multiple fleets attacking 
one another in the game 

Continuity was an ongoing issue with background ships in 
placement and in action. 
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James Ricker 

@ James Rickers 


Robert Butterworth 

(©Tech Art Butters 
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